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First edition

For everyone who has ever been afraid of making the wrong move.

Make it anyway.

HOW TO READ THIS BOOK
This book isn't read from the first page to the last.

Start at section 1 and keep reading until you find a box. Inside the box there are options. Choose one, look for the section number it tells you, and keep reading from there.

Every decision changes the story. There are over 12 different endings, and only one of them finishes the game that has been waiting for forty years.

Along the way, you'll run into six chess challenges. You don't need to know how to play: every rule is explained right before you need it. If you get one wrong, the story doesn't stop. It just takes another path, a harder one.

When you reach an ending, you can go back to the start and try another one.

You decide.
1

The sign has been on the door for three weeks, and today it finally tells the truth: OLD TOWER CHESS CLUB — CLOSED.

You've come here every Tuesday for two years. You know the smell of wood and cold coffee, the board on table four with the missing corner, the noise the clocks make when somebody plays fast.

Mr. Rufo is standing on a chair, taking down photos. He is eighty-two years old and his hands are steady.

“Nico,” he says without looking at you. “If you came to say goodbye, you're late. If you came to help, you're right on time.”

There are boxes everywhere. And a door at the back, the storeroom door, that has always been locked.

If you help empty the storeroom, go to section 21.

If you stay and look at the display cases, go to section 58.
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2

The tape snaps by itself as soon as you pull on it.

Inside there's a dark wooden board, a good one, with the squares worn down in the middle. The pieces are set up on top of it, held in place by a rubber band that crumbles when you touch it.

They're not in the starting position. They're in the middle of a game.

Stuck to the lid of the box with yellowed tape, there's a black-and-white photo. A fourteen-year-old girl in front of a chessboard, her hand half raised. Underneath, typed: Elena Prat. Junior Championship, March 1986.

It's the same game as the one in front of you. The one in the photo and the one in the box.

Go to section 38.
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3

You take the board.

You stuff it into your backpack, box and all, and from the very first step you notice something's off: it weighs more than it should. A lot more. A wooden board and thirty-two pieces weigh what they weigh, and this feels like you're carrying rocks.

Halfway home you stop and open the backpack to check.

It's the same board. The same pieces. The same cardboard box with the broken tape.

You swing it onto your back again and keep walking. And for the four blocks left until home, you get the silly, impossible feeling that the weight changes depending on which way you go: lighter when you walk straight, heavier when you turn a corner.

Go to section 13.
4

You pick up piece thirteen.

It weighs exactly what a decision weighs: nothing, until you lift it.

Elena watches you without saying a word. The whole square is so quiet you can hear your own breathing and the creak of the old wood between your fingers.

And you remember the note from the box, the one you've been repeating for two days without understanding it:

“One move was missing.”

Not a good move. Not a brilliant move.

Just a move. Any move. Made all the way, right to the end, by someone willing to be wrong.

Go to section 81.
5

You sit in the doorway staring at the street until your eyes water.

There are two patterns, and they don't fit together.

The first is the streetlights. On, off, on. It runs in a straight line toward the square, straight up the file.

The second one you've only just noticed, now that you're sitting down: the manhole covers. They're not where they should be. They run diagonally, one every two squares, and they don't lead to the square. They lead north, toward the edge of town.

Both patterns are real. Both of them lead somewhere.

If you follow the pattern of the streetlights, go to section 18.

If you follow the manhole covers, go to section 29.
6

The square is right in front of you, and it's an empty stone square.

Not empty, actually: in the center there's a table. And on the table, a chessboard.

You take the first step and something stops you, though you couldn't say what. It's the same feeling you get when you're about to move a piece and a tiny alarm, somewhere behind your eyes, says wait.

You look at the table. You look at the crane, parked at the edge. You look at the streetlight.
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In the diagram, the white knight on e3 is blocking the white rook on e1. As long as the knight stays there, the rook does nothing.

But if the knight jumps to d5 and captures the black rook, it opens up the file, and now it's the rook on e1 that gives check.

That's a discovered check: the piece that moves isn't the piece that attacks. And since the black king is in check, it can't do anything about getting its rook back.

Your move. What do you look at before you take the step?

If you look at what's behind the piece that's moving, go to section 85.

If you look only at the piece that's moving, go to section 32.
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